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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain 
light patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen 
or while playing video games, including games played on the PlayStation game console, may 
induce an epileptic seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior seizures or epilepsy. 
If you, or anyone in your family, has an epileptic condition, consult your physician prior to 
playing. If you experience any of the following symptoms while playing a video game - dizziness, 
altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY discontinue use and consult your physician before 
resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user 
manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage 
your TV screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective 
case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines 
from center to outer edge. Never use solvents or abrasive cleaners. 



"The dream air planet erne had 
Defeated the darkness and broucJ~t forth a brighter fUtire. 
However, this was also the dawn of a new riefl'traane... 

The final battle ever the legendary treasure; "The Frozen Flame” 
A battle between dragons, hurrans, and FATE 
That will sirpass even space and time is about to begn... 


CXr planet's deamhas not yet ended... 












































GETTING STARTED 



Seopyour PlayStation® cpme a^nsdeaaoDrdng to instructions in its infraction manual. Make sure the power is off 
before inserting or rerrt>/irp a compact dso Insert D9C1 of OtctoOobb " irto your PlayStation gameconsoleand 
dose the dsc comet Insert gameoortndlersardtijri the power on TheTTtie Screen will appear after an opening mcvie 
sequence Press the SITRr button at theTTtie Screen to proceed ("The opening sequence can beddppedatan/tirreby 
pressngthe® button) l\le*t, hc^nlic^Tt <l\bA/(ame>, andpressthe© button to corf irm 


ENTERING NAMES 

At the Name Input Screen aarsorwill appear that allots you to choose Idlers to name 
your character Ater Ceding the <<hangename> option h^i^tttaldterb/mcvingthe 
<xrsor with the d recti oral buttons then pressthe© button to confiirnthe letter Section 
At/ mistakes can be deleted by pressing the® button \Ahen you heMefinidred naming 
your character, rrcMe the cirsor out of the letters box with the dredional buttons and choose 
the<^torfirrn>haadngonthedock-dal menu Press the© button here to finalize your 



charadehs name 


BASIC CONTROLS 




R2 button 
RL button 

■ A button 
1 0 button 
' X button 
□ button 

stick/ press to trigger R3 button 
STOTCT button 
ANALOG button 


d recti oral buttons; 
left stidc 
ricj-fc stick: 

© button: 

® button: 

© button: 

(■) button: 

S17XRT bUttarx 
SH-BCT bUttorx 


IVbMe characters/ [VtMaarsor 

IVbMe characters/ McMearsor/ Press to trigger L3 button 
Press to trigger FG button 
Gbrfirm/ Talk 

Cancel / Fhess together wthd redi oral button to run 
Cpen IVbnu Screen 
Cpen and dose Ke/ Items window 
F^usegarre 

Change order of party rrerrbers 



• The function of the L3 button is the same as the© button, and the function of the FG button is the same as the® button 


The Idt Stick and ricjTt Stick of the DJASHOCK ,M analog cortrdler can only be uBad when the LED is on The Mbrati on function, 
hcwaer, can be usd regard ess of whetha' the LED is on or off. tou can sdt the vibration function at the dart of a na/vgame 
cntheCLPtorrizeScreag whch can be acresed from the game's IVbin IVbnu toucan also sdt the vibration ftncticn when the 
gameispauBad The Fbuae Sheer appears whar you press the STATTbuttoncLring the game 

• SmUtaneouEly pressing the S1ARI7 5B-ECX LL, L2, Rl, and R2 buttons will execUbea Soft Resdtarrd reLmthegameto 
the Chrono Cross TTtie Screen 

























































































































FIELD SCREEN 

d recti anal buttons: 
left stick: 
ric^t stick: 

STORT button 

SHBCT button 
© button 
® button 
® button 
® button 


Mcwe characters and cursor 

|Vb^ characters and cltsot y Press to tri gger L3 button 
Changed recti on while dad onary/ Press to trigger FG button 
FPu99 (Press lefty ric^Ttd redd oral buttons to tun vibration 
function Q\y CFF at the FPlbs Screen) 

Change order of party members 

"talk/ Ehter bdldngs/ Ingsect/ Chrfirm 

Carrel / Press together wth d recti anal buttons or left Stick to 

Cpen and dose Ke/ Items wndew 

Cpen IVbnu Screen 



run 


• The function of the LI button is the same as the© button and the function of the FCL button is the same as the® button 


BATTLE SCREEN 


dreed anal buttons: 
left stick: 

STORT button 

© button 
® button 
® button 
® button 
LI button 
R1 button 


Mcve cursor y Change to another active character 
ivtve cursor y Change to another active character 
FPubs( Press lefty ric^Tt d redd oral buttons to turn vibration 
function d\y CFF at the FPuBe Screen) 

Cbrfirmy Execute command 
Cancel 

Swtch to another add\^ character 
Change view part (Curing target selection) 

Switch to ancther active character 
Swtch to another active character 



The function of the L3 button is the same as the© button and the function of the R3 button is the same as the® button 




























V V ? 

SERGE 

Thedlert prctagonid, Serge; represents the persona of the player 
Helivesin Ari Milage on the El N<±> Archipelago, located in the 
seasof the far south Che orrinous day. Serge durrldes upon a 
parallel universe; and an encDurfcer v\/th Kid leach him to become 
involved inanepicachertuetou^eil the rrySberiesof thewrld. 


KID 

Iherrvhberiousgrl v\ho invites Serge to join 
her on a fateful journey Uryieldng ingoirit 
doe does natal lew herself to repeal her v\sak 
a de to others Sne is agle and carries a 
dagger in hand v\hereAerdnegoes Kid seems 
to have some past comedian wth Lynx. 


An incredible journey unfolds across parallel worlds in 
Chnono Cross. The following are just three of the nary 
characters you will come across on you ackyerttueL 


MAIN CHARACTERS 


MAIN CHARACTERS 



Afelinederri-hLrrBn v\ho is Kiefs archenemy Cruel and 
arming Lynx remains a rrydery to all. He is said to be 
seeking the "Frozen Flamd' and is also out to capture Serge 
\Ahat comedian is there between Lynx, Serge and Kid? 

















CONTINUING A GAME FROM SAVED DATA 

locortinLea ganrefrompre^cxdy saved IvEMCFtr'' CATDdata, dart upthegameasthouc^T 
you were beginning a na/vgame A: the Qnti on Screen hc^dic^t: <C£rtinue>and press tine 
© button Nsct, us ng tine d rectional buttons choose tine MBVCRtQ^RD slot thatoontai ns 
tine MEMSFY CATD data you widr to U9e and press tine© button Finally hc^olicjntthe 
MEMCFCi'' CARD block to load by mcMng tine arsorwith tine d recti oral buttons and press tine 



© button again to load the saved game 


CAUTION WHEN CHANGING DISCS 

A: a certain point in the game Chrono Cross will prorrpt you to "PLEAEEI l\btKi DSSZ" \Ahenchangngdscs do rot turn 
ycxr console's pcwer off. Snqdyfdlcwthei r^tructions dgdayed on the screen by opening tine console's lid and inserting 
tine else 


MOVING ON THE WORLD MAP 

the tine d recti onal buttom to nxMe from cne pi ace to another on the Wrld IVfep Thu need 
to Stop at towns dungeons and other locations on tine Wrldivfep in order to progress in tine 
game Narresof places will appear at specific locations on tteWrld ivbp Press the© 
button while tine name of a qoedfic place is dsplayed to enter that location 

P& the Story urfdcb you will also be able to travel on the sea rang boats Traveling by boat 



isanilar toerdrary rrovemant Lfee the d recti onal buttons to move andpressthe© button to get on and off your 


vessel at sdt locations 


GATHERING INFORMATION THROUGH CONVERSATION 

Mnu will need to gather information by corMsrsing with people lb talk, pressthe© button 
whi le fad ng the person with whomyou wish to speak. \Ahen a choice of reactions or 
reqnonses appears cLring a conversation, make your selection with the d recti onal buttons 
and confirm your choice with the© button 




EXAMINING THINGS AND USING KEY ITEMS 

lo ingoect an object Stand in front of it and pressthe© button lou9ea Key Item stand 
infront of the object or person you want to u^ the item on Pressthe® button to open 
the Ke/1 terns window choose the item to be used with the d recti onal buttons and press 
the© button to corfirmyoor choice 

SHOPS AND OUTDOOR MERCHANTS 

It is possible to obtain various items in shops that will proveto be helpful throucfrouL your j oumey. lo enter or exit shops 
and other bu Icings dand in front of the door and pressthe© button It is also pees ble to purchase iters from 
rrerchahts outdde amply by talking to them 

Inns 

Recover PPand ^ (Star tevel) energy which is required for summoning by daying at inns These dabs can also be 
redared at certain other locations such as Serge's bed 

Element Shops 

Buy and dll B errehts needed for battles at the Bemad Stops found throughout the game 



Blacksmiths 

Forge more powerful weapons armor, andacressoriesataryof the Bladooiths by lb ng the various “raw materiaid' 
obtained duing your journey lo forge an item obtain the correct amourt of raw materials along with enouc^o more/ 
to cover the process ng fee Weapons armor, and accessories can also be dsaesembled and reduced back to their raw 
materials 


OEH7MN R/SW MATERIALS 

Trade Barents at Tracing Reds 
Cbtain randoniy aftm battles 
Cbtai n f romtreBSLre chads 


FORGE AT BLACKSMITH 

Ffend ova' necEsary raw 
rrateials and procEsang fee 



Trading Posts 

Trade unwanted Barents for raw materials here 











USING THE MAIN MENU SCREEN - 

Pressthe® button Wile on ary dr the Reid Screens to dsplay the l^binivfenu Here you 
can via/vthe status cf the arrert party marbers or across a varidy cf SJo-IvLnu 


corrmBnds Lte the d redd oral buttons to choose a command frcmthedock-dal menu, 
and pressthe® button to corfirmyoLr choice Pressthe® button to ©<it fromthe l^hin 


ivbnu or to return to the IVfein Msnu from art/ of the SLi>|Vfenu Screens 



STATUS SCREEN - 

lo vieA/an indvicLal party member's status in more detail, choc^ the <Sabus> command fnomthel^n Menu, then 
choose the party member you wart to ©canine with the d redd oral buttons and pressthe® button to vie/vthe party 
member's Status The character wl I be docwi on the screen along with his or her profile Pressthe® button to s/vitrh 
bdwam d^aying the character's profile and a list cf Hs or her equipped armor, v\eapons and accessories tou can s/vitrh 
between arradt party marbers by press ng the LL or RL button 


1. Characte' name 

2. Reduced rgorestetaticn cf characters "BamaTt Grid" 

3. l-P(HtRdrts): GLrra~t value/ ttexi mm value 

4. I mate Propety QTaradEhs natiral Baredal color affinity 

5. Strength DSterrines base physical attack pcwm 

6. Amracy Ddterrines base Hl%(chanceto hit) in battle 

7. MagcFtv\ao Ddterrinesbaserragcal attack pcwm 

8. Resistance D&orrires base defense agai nSt physical attacks 

9. Aglity Ddbarrines hasadlitytoeadeattacks 

10. ivfegc Rea Stance Ddconrines base defense against rragcal attacks 

11. Starrina Remmy □bterrines base Stamina recrrmy rate in battle 

12. (Star Lete): CLrrod; value/ ivpxinxmvalue 

13. Mere/ hdd in posassaon b/ynur odd re party 

14. The total time sped: playing this game 

15. Characters profile or eqdppad weapon, armor, and acrEsaories list 



NOTE: The Stats docv\n on this srem are the characters natoal or "bate' values that increase as you "Rowe' Up" aftm battles V\hen you 
eqdpyour charactes with weapons armor, and accessories theecpiprrent'sattributeswll altm these base \dues to produce the final Stat 
valuesLrad in battle (See -dEcpipoon page 14for rroreddails) 


MENU SCREENS 


ii 


ELEMENTS - 

"Bemadto' are the central part of a na/v ability sydem unique to Chrono Goss Barents 
bestow upon their possessors such powers as mage qoedal "lech 3<iN" attacks and 
summoning abilities tou can freely allocate these Bemads to each character's "Bemad: 
Qid" for uaecLri mg battle Wich Bemad: tog veto each party member, and at what I ©^1 
to tet them in the Berred: Qicl will all form part of your overall battle Strategy 



USE 

>bu can ute "Onmarrablef' B errerts at ary ti me cLrirng the game to restore l-P or remcMe Status effects Choose the 
<BennEnts> corrmand from the ivfein ivbrnu, fd lowed by the <Lte>Sii>|Vbnu commend After Meeting which Bemertto 
usa you can then decide on whomtoLBe it tou are not lirrited to the characters in your curert party If you keep presang 
the left d redd oral button util the cursor goes off the Character Selection Screen, a list of all the characters who you have 
befriended will be delayed B/scrdlirngupanddcwnthisliSt you can choose to useBemerts on characters who are not in 
the curert party 


ALLOCATE 

\Aiththe <yilocate>SLfc>-|Vbnu commend you can al I ocateBemEhts obtained from drops enemies and treasure chests to 
each character's Bared: Qid for use cLrirng battle Bemerts that are curertiy positioned in the Bemert Qid can also be 
relocated to other positions on the gid After selecting a character, choose the Bernert you wish to allocate and decide 
whereto place it on the gid The range of valid gid positions an Bernert can be allocated to will bedraded in red. toucan 
SAitrh between gid levels by presing the left or ric^Tt d redd oral buttons toucan also select a gid position first and than 
choose the Bemert you widn to allocate to that pcation In this case B ernehts that cannot be positioned in the selected gid 
levd will bedqdayed in a gay fort 

Thetoptwo entries in the list cf Bemerts have qoedal functions Pressthe left d recti oral button heretodqday the 
<Remoe Al I > and <Bem>te!> functions Press the nc^dd recti oral button to d^a/the <AutoAllocate> and <RII 0anks> 
functions Executethehc^ic^ded function by pressing the© button 

tou can change the order cf Bemerts in your curert list by pressing the® button and selecting which s/Stemyou prefer 

tou can SAitch bdtween characters in your curert party with the L1 or RL button If you keep pressing the left d redd oral 
button during character selection urti I the cursor moves off the left sde of the Character Selection Screen, a list of all your 
curert characters will appear, allowing you to allocate Bemertsto characters who are not in the curert party 
























MENU SCREENS 



ELEMENT BASE LEVELS AND LEVEL RANGES 


Each Berrert has itso/\n "Base Le^l" as well as a “Lewd Range" in which it can be 
postionad These are dsplayed as "LvXztY” (wheretheX represents the Base IsaeI and the 


Range variance). Startingfromthe base leel, you can portion 


Bemerts on an/ god lewd within the Lewd Range For example a ''MdeorShower" cf 
Lv4±4 can be portioned in thegid range bdweenLeels 1-8. \Ahen portioned bdcwLewd 



4, MdecrEhcwer can be used earlier in a battle but its destructive force will be weaker \Ahao pceitiored abowe Lewd 4, 
its destructive force will begeater, but it will take longer to bu Id up enou^i power to use it 


TYPES OF ELEMENTS: 

• Bemads that have no syrrbd to the left of their names are "Base Bemerts''These are the mod; common type of 
Bemerts and can be used by anyone with no restrictions otha' than the recpired Stamina Fhirtsand Ftwer Lewds 


• Bemads that have an [xl] syrrbd before their names are "CbnsLiTBble" Bemerts These are mainly used for 
recEMaing HP or removing Status effects ether in battle or on the Rdd Screens (see the <Bemets>, <LJSe>section on 
page 11). Tbu canal locate cp to 5 of these Bemerts irfco the same Oid postion. (The rurber arrertiy held in that 
poation appears after the name as "x5" do) This allows you to us that rran/of these Bemertsfrornthe same Old 
position cLring a battle Hcwaer, each time you us one of these GDnBLirable Bemerts it is used cp or "cDns_rred" 
and is SLidradBd fronnyoLr arrert stock. Ater each battle the nurber of each Censurable Berrert you have 
allocated in the characters Oicfe is automatically refilled (up to 5 for each Grid poation) as long as you Still herwe 
enouc^i of that Berrert in your CLrrerd Stock. 

• Bemerts with a f syrrbd nsxttothosrgreseTt 'Tech 9<illS' partiaJarto indvidual characters Thes are usually 

I earned as the character pcwers up and rreStly conaSt of "Special Tech AtacW' - although some also inducte healing 
and other abilities such as Steal ingfrom enemies Sorreof the dfferert characters 'Tech 3<dllsT' can be comb red ihto 
merepewefd "Docidd' and 'Triple Tech" attacks., so try to experiment with these! 



creatorestoassSt you in battle Each cf thes are restricted to characbes who herwe the same colored "i mate" property 
as the d erred: itself. In add ti op all 3 Rdd BTect attributes rrrSt be the same col or bdcretheSLrrrrcning Berrert can 
be used ''SLrrrrening BemadsT also aorsure a ^ (Star Lewd) each time they are used Athoucjn thes are the rrcSt 
pewerfd Bemads available they are also the hardest to us 


• Beredsthat ha\ea l±J syrrbd nsetto their names are cal led "Trap Bemerts "Thes are sd I ike traps in order to 
captore a certain type of BareTt from the targeted opponent Each kind of Trap Bared: is designed exdusivdy for 
catching Bemads with the sane name it has Cther Bemerts will be ignored Chceyou ha^esucressfdlycau^dzan 
opponents Bemad, it will be added to yocr cured Stock of Bereds after the battle is owe: Later, you can allocate it 
to a party member for U9e in the rnset battle l\bte that Trap Bemads are also deplded when usd just like 
OrsLirade Bemads Thu can carry cptE> 5 cd these in each Gid petition and ha^ethe numbers automatically 
reallocated- so long as you ha\eenouc^o in your CLirerd Stock of Bemerts 



































EQUIP = - 

V\fepons armor, and acressoriesobtairad duing the jocrre/ rrud: be equipped in crder fcr thecharactersto LBethem 

Chocs <Bqdpc>fromthelvbinlVfenuStraen'sdod<-clal menu using the d redd oral buttons andpressthe© button After 
sleeting a character, choc^ the dds under the categories<V\fepon>, <Armor>, or <=AcrES33ries> in v\hich you widn to 
placeecpiprrert I terns that cannot be placed in that dot for that charadEr will be epayed out to moke placerrert cf valid 
eqdpmEht easier After dooesnga piececf eqdprrert pressthe© button to rrtMe it irto the character's specified dot 
This carpi dbes the eqd ppi ng process 


Wile selecting weapons armor, and accessories nodce that ary date that will increase are dgdayad in red, v\hile Stats 
thatwill decrease are dgdayed in tiue These final Stat values shewn on the left-hand side cf the screen bereath the 
characters base Stat values (restates Screen section), areasfdlcws 


1. AIK: The CMrall physical attack po/\er 

2. CEF: Thecvo'all defense against physical attacks 

3. H~f% The eve-all chance to hit cLring battle 

4. B/DVolhecMaall ability to exacts attacks 

5. M32 Tbeo^eall rragcal attack pc>/\s' 

6. MCff: Theo^all defense against rragcal attacks 



__ .... 


Note that these final Stat values are the actual \eil ues used cLring battles and are the stmcf the character's base Stat 
val ues and the eqLipmErt's“Stat-increBsng values" Your equipment selection can either raise or lower the final values 
so try to ecpip the best weapons armor, and accessories that you can Also note that some ecpiprrert has addti oral 
effects that can be both good and bad These effects are dsplayed on the bottom ric^t-hand sde cf the screen along with 
ary other applicade ecpiprrert descriptions 



ITEMS - 

Tovia/va list cf the Ke/Items you have cd I acted, choose <dterrs>fromthe IVfein IVfenu 
Screen's d ock-d al rrenu LEing the d redd oral buttons and press the© button As you send I 
throuc^o the list cf items a picterecf thehicjdicjted itemwill bedsdayed along with a 
description cf that item 
























MENU SCREENS 



CUSTOMIZE = - 

A this Sii>|Vfenj Screen, you can customize the game's setting^ to suit volt taste Chocsethe 
<CLtibomze> command from the Mai n IVfenu Screen's dock-dal rreru lh ng the d redd oral 
buttons and press the© button "The fd lowing list cf sSttinc^wil I appear; you can change 
these with the d recti oral buttons (INbte: if you warttoadorrizethecortrdler settings 
the <<udorr> option and pressthe© button to bring upthecortrdla' sSdtincp 

window) 



Sound 

Choose between Stereo and monaural sound 


Window Frame 

Choose between the <Dsfadt>windowframe and one cf seeral "GuStonT windowframesthat will be usd to decorate 
all the dalog boxes that appear throucjTout the game To pick a cuStomframe hicjlicjt: the <CLiSborr> option and press 
the© button Thu wll then be able to scroll left or ri^d; throu^o the coHeddon cf v\incbwfrarres that you ha\^found so 
far in the game by using the dredioral buttons Pressthe© button to corfirmyour choice and return to the Customize 
SLb-IVfenu Screen 

Cursor Position 

Choose between <Ctfauit> or <|Vhmadzed> arsor positioning The<Dsfauit> option wll return the cursor to the top of 
arty menu windows you open Choosing the <JVhrrorized> option wilI auborradcally dsplay the arsor v\here you left it 
v\hen the menu was last opened 

Accuracy Selection 

Choose between chfenual >, which placEsthebattie arsor on the attack with the hic^ieSt aoxracy when <Attack> is 
elected cLring a battie and <AjLo>, which places the arsor on the attack that does the rrcSt damage and has a 80%or 
hi^ner chance of hitting 


MENU SCREENS 17 


Controller 

Choose either the <Defadt>>CDrtrol I er sSttingsor <<nStom>, which allows you to change the cortroller's corf igLradon 


® button Pressed = 

Choose between <Rm> and <dA6lk>. Chocs ng <R_rr> respires that you hddcbwn the® button while presang the 
d redd oral button^ left Stick to run. (Not hddng down the® button allows your characters to walk) <V\£Jk> enables you 
to run without haw ng to hold down the® button (i.e hddng down the® button allows your characters to walk). 


Vibration Function 

Choose between <<Dt> and <Cff> to turn the vibration function CN^CFF when usng the DJAtaHOCK rM analog cortroller. 


Left Stick Sensitivity 

\Ahen using the DUALSHOCK™ aadog cortrdler you 
can choose between a <Analog>or <Ogtal>setting 
for the left Stick B/sdeddng the <3Analog> setting 
your characters wil I run or walk depend ng on the 
anc^e at which you pressthe left Stick Selecting 
<Dgtal>will make the characters walk or run 
depend ng on whether the® button is prosed (in 
accord with the <® button Prosed => option abo/e). 












SAVE/ LOAD O 

This SJ>|Vhnu Screen enables you to save and load game data try from a MENO^G^RD Choo^the<Sa^Load> 
command from the ivhinivfenu Screen's dock-dal menu using the dredional buttons and pressthe© button to across 
thissmeen 


SAVE 

Tiscomnsand allays you to sa\dyour arrert game data. You can save a game v\hen on 
theWrld IVfep or v\henyour lead character is touching an/ cf the "Records cf Fate" found 
on the Reid Screens of cLngaons and towns First, choose v\hich MBVCFYQ^FOdot you 
v\artto U9e and then select a MBVCFY CARD block in v\hich to sa\dyour game 



LOAD 

Previously saved Qrono Qok game data can be loaded not only at the Startup Screen, but aryv\hene throughout the 
game After chocang\/\hichMEM3^CARDdc± you v\ish to use select the I^EMIFY CARD bock that you \Aart to load 


PARTY MEMBER SELECTION - 

You had the option of chang ng party merrbers at marvopporturitiesthrou^Tout the game 
(such as v\hen you deddeto us the "Tele-Porter" Ke/ Item or v\hen a na/v character is 
befriended). \Ahen the Fhrty Member Selection Screen is dqdayed you first need to 
hc^iic^t an empty space or a party member in the "Current Fhrty" area v\homyou want to 
replace Press the© button to rntd the cij^or to the "IVfember List" on the ric^Tt-hand sde 



ofthesmeen Then hicjiic^'t the character you wart to bring irto the CLrreht Ffcrty and 
pressthe© button again Repeat the process for each cf the member characters you v\art to change 
Press the® button to ©<it 





The "Cross Sequence BattleC System is a re^ System urique to Chono Goes As long as your characters have Stamina, you 
can ehter battle cornmancbfor ary character, at ary tirre and in ary order- no v\aiting for time gauges! 


BATTLES =0= 

Battles ooxr v\hen your lead character comes irtocortact wth an enerry on the field map It is also posable to auoid 
cortact wth mod: enemies so as to e^de battles altogether 


BATTLE SCREEN BREAKDOWN 

1. Reid Effect Displays the arraY State cf the BaroTal Retd Effect that affects the actions 
cf both the enerries and yoLr party marbeis 

2. Sdected Characte': Eho/vs a dess up cf the characte'you have selected ^ 

3. BattieQyrrrBncb QrrrrBncfeadlablefor lbs in battle will be shewn in white or yella/v 
UhLEadecorrmncfewll begayedout 

4. INferre CheradH^s name ^ 

5. FOrta" Led: Dsplaysthe<xrraY ports'led reepired to lbs Sarnts 

6. t-R CLrrad; value/ ivbxi mum value 

7. Sanrina: Dsplaysthe characters arrsY Stamina 
(All actions[i.e battiecomrmncfe] recpireStarrina) 

8. Status Effects V\hm a party rrerrbe' is afflicted wth a Statue effect a adored square 
rgmesmting the propety/ Reredal color cf the Statue effect is delayed time 



9. Attack Propety V\hm Heredtal propaties are added to a characters physical attacks the corre^aoncing Bannadtal color appears here 


ENTERING COMMANDS 

Find, toe the left and ric^Tt d recti oral buttons to choose the character you wart to ©ceoube the nset 
corrmand and pressthe© button Then use the up and cbmd recti oral buttons to choose the battle 
command you v\art the character to perform and pressthe© button again to ©cecute the command 
TTe<Attack>and <0emmt> corrrrancfe use up characters Stamina. If a character's Stamina falls 
belcw 1.0, that character wll no longer beadetocarry out commands A character's Stamina 
regenerates v\hen other party merrbers or enerries perform actions 


















ATTACK - 

To attack, fird: select the <Attack> command Then choose the enerry you wart to attack by 
pressing the left or ri^tdredional buttons and press the© button to execute the 
command (Wen chocs ng which enerry to attack, pressthe® button to a/vfcch bdween the 
Normal Carrera mode and the Q/rerric Carrera mode If the camera is in Normal mode 
a red orsor will appear abcwethearrertiy selected enerry If thecarrera is in Dynamic 
mode the carrera will zoom in on the arrertiy elected enerry so that he'she appears in 
the center cf the smeen) Chce a tangdt has been elected choose one cf thefd lowing attacks 

1. Weak 

Aphyacal attack with weak destructive pcwer, but a hic^o chance cf hitting its mark. Consumes 1 Stamina point 
\Ahen a hit sucrBeds thecharactehs Element Grid Power Lewd increases by 1. 

2. Strong 

Aphyacal attack with Strong destructive power, but a moderate chance cf hitting its mark. Consumes 2 stamina poirts 
Wen a htsucreech thecharacter's Bemert Chid Power Lewd increases by 2. 

3. Fierce 

Aphyacal attack with the hc^reSt destructive power, but the lowest chance cf hitting its mark. Consumes 3 Starrira points 
Wen a hit sucreech the character's Bemert Chid Power feel incr e ases by 3. 

Element 

LteBemehts for attacking enemies or for healing allies Consumes 7 Starrira poi rtsand reduces the character's Bemert 
Chid Power Leel by the lewd cf the Bemert that was used 




ELEMENT = - 

lo use Bemerts first select the <fiemert> command Choose the Bemert you wart to use 
with the dredi oral buttons then pressthe© button to corf irm your choice tou may then 
be reqJ red to select one or more enemies or allies on whomto use the Bemert Pressthe 
dredi oral buttons fd I owed by the© button to select 

Keep in mind that Berrerts hawe Bemert Chid Rower Lewd requirements tou reed to build 
up your Poact Lewd first by scoring dred hits with phydcal attacks 

For example if a character's arrert Pcwer Lewd is 3, you can seled Bemerts postionad on lewds 1-3 cf Ids' her Bemert 
Chid Thus an Bemert cannot be used urtiI the character reaches the rririrrumiPower Lewd required Bemerts placed in 
the characters Berrert Grids can only be used once in each battia with the exception cf Consumede Bemerts Up to 5 
Consumable Bemerts can bead: inonegid position at a time They can be used in battle urti I they are all expended 
Cbnsumade Bemerts are automatically sdt at 5 units to a god position as long as you have at least that many in your 
arrert irtwertory. The total number held in Shock will decrease as each GdosumadeBemErt is used 

DEFEN D - > 

The character will defend against enerry attacks urti I another battle command is entered or urti I hear doe is actually hit 
by an enerry Ids not only hdps reciretheamDurt cf chrmage recdvad by ower half, it is also a good way to recover 
Stamina. 



RUN AWAY > 

This command allows party members to flee from batties hbwewer, some battiesreqJ re your party to win before your 
characters can corti nue thei r j oumey 




FIELD EFFECT 

ThisdqdaystheBemErtal properties of theo^rall battlefield affecting both enerry and ally 
actions Bemertal properties are represented by 6 colors Chasm Red Yella/v Blue Wite 
and Black, llhe 3 pairs of opposing properties are Rad-Blue 'Vdlcw-Q'een, and Wite-Back 
\Ahen an Bemert is usd the Bements color will be acbad to the Reid Effect gaph, and the 
oldest color v\il I be remcMsd (the Reid Bfadz gaph cortai ns the properties of the last 3 
Bemertsused). \Ahen the amourt of a certain color iincreases wthin the Reid BTect gaph. 
the deSttuctixs power of Bementsfor that color and the Sbets of enemies and allies who possess the same-colored inrate 
properties also i ncroases Mareo^r, Bementsof the opposing color will become v\eaker. SLrrrroning Bements usadto 
SLirmon a varidy of pcwerfd being and creatures with hc^nly destructive pcwer, can only be used when all three levels 
of the Held BTect gaph are of the same color Aso, eachSurnmaoing Bemert usad consumes a ★ (Star Level). 

STATUS EFFECTS 

AtErcErtain enerry attacks characters may be affl icted with ddtri mantal Status effects IVbSt Status effects vanidn afto' a 
CErtainamDurtof time passes cLring battle or when the battle ends Hcwaer, Poison, Bums Sprain and Ru remain udtil 
removed with a corresponcing Consumable Bemert 



END OF BATTLE 

"The battle ends when all the enemies have been defeated Ater each battle party members 
have a chance to ''Power UpT depending on the Strength of the defeated enemies Ater 
normal battles characters cannot "Power U|ar their Stats be/and a sdt limit In order to 
"Power U^a" beyond this limit characters must defeat more pcwerfd opponents and obtain a 
★ (Star Level). 



GAME OVER 

\Ahen all of the party members Ht Paints reach 0 or all party members become frozen and unusable in a battle 
the game is o^r. 


STATUS EFFECTS 


STATUS EFFECTS THAT REMAIN EVEN AFTER A BATTLE 

(a Consumable Bemert of corregondng color is requred to remcMethese): 


Status 

Fbison 

Buns 

Ejxain 

Hu 


Property Symptoms 

Cnem FP decrease with tinre(duing battie) / FP decrease with nr^Emadt (on field naps) 

Rad Defense pews'decreases(cLring battie) / Barrage rece\Ed isdocided (onfield maps) 

Yello/v Alack pews'decreases (cLring battie) / Carnot run with® button (onfield maps) 

Blue Starrina recovery ratedacreasm (cLring battie) / Control becomes dffiadt (onfidd romps) 


Yella/v 


STATUS EFFECTS OCCURRING ONLY DURING BATTLE 

(wear off after a gven amxrt of time or when a Consumable Bemert of a corresponding color is Lead): 


Status 

Araid 

Confused 

Dizzy 

Frozen 

Fatigued 

Aleqo 

Darkness 

CLrsed 


Uhadetocse Bemads Al Colors 


Rcperty Syirptonrs 


Gem 


Yello/v 


Wits 

Wite 


IrrreagadsLKgtibility to many critical attacks 
tcsscf oortrd and attacks allies as well asonaries 
probability tfevadngaosory attacks decreases 
Cannot ma^e (Carreancb if all rrerbasare f reran!) 

Starrina aonsurption rate increases for all actions 

Unable to pertidpate in battie and defense pews' decreased while he' she remains adeqo 

ChartE to hit decreases 

Starrina is censured as damage isirflidzed 

Bemads with correspond ng cdors become unesade 


CONSUMABLE ELEMENTS THAT REMOVE STATUS EFFECTS 


Bemadt 

Adi dots 
Qidtimadt 
EtacE 
Meddre 


FVoperty BTwts 

Crem Removes Poison and ottos'Cheae dates effects 

Red Removes Buns and otha'Red datLS effects 

Yellow/ Removes ^orains and otha'dfel lew/dati_s effects 

Blue Removes the Ru and other Sue Status effects 


Fhnacea 


Removesall datuseffects 
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LIMITED WARRANTY/ GAME TIPS » 


For a period of ninety (90) days from the date of purchase, Square Electronic Arts L.L.C. (SQEA) warrants to the original purchaser of this SQEA 
software product that the medium on which this computer program is recorded is free from defects in materials and workmanship. SQEA agrees for 
a period of ninety (90) days from the date of purchase, to either repair or replace, at its option, free of charge, any SQEA software product that does 
not meet the above warranty, postage paid, with proof of purchase. This warranty is not applicable to normal wear and tear. This warranty shall not 
be applicable and shall be void if the defect in the SQEA software product has arisen through abuse, unreasonable use, mistreatment or neglect. 

LIMITATIONS - The above warranty is in lieu of all other warranties, and no other representations or claims of any nature shall be binding on or 
obligate SQEA. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY, 
COURSE OF DEALING IN TRADE AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL SQEA BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THIS SQEA SOFTWARE PRODUCT. Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights that vary from state to state. 

NOTICE - This manual and the software described in this manual are copyrighted. All rights in the manual and the software are reserved. No part of 
this manual or the described software may be copied, reproduced, translated, or reduced to any electronic medium or machine-readable form 
without the prior written consent of SQEA. The described software may not be reverse engineered, decompiled or otherwise disassembled. 

RETURNS WITHIN 90 DAY WARRANTY PERIOD - To replace defective media within the 90-day warranty period, send the defective media, a copy of 
the original sales receipt, a return address, and a small note describing the difficulties you are experiencing to Electronic Arts Customer Warranty, 
P.O. Box 9025, Redwood City, CA 94065-9025. If you have warranty questions, you can also contact Customer Warranty at 
(650) 628-1900, fax (650) 628-5999. Hours of operation: Monday - Friday, 8:30am - 11:45am and 1pm - 4:30pm, Pacific Standard Time. 

RETURNS AFTER WARRANTY - To replace defective media after the ninety (90) day warranty period has expired, send the original CD to the 
Electronic Arts’ address above. Enclose a statement of the defect, your name, your return address, and a check or money order for $15. 

REPLACEMENT MEDIA- The above provisions apply to any replacement media or software provided by SQEA hereunder, including the above 
warranties and limitations. 

TECHNICAL SUPPORT - For technical support questions, you can call (714) 428-0599. Representatives are available Monday-Friday 8am - 5pm, 
Pacific Standard Time. 

SQUARESOFT GAME TIPS 

Game Tips are available for all SQUARESOFT PlayStation® game console titles: 

US: 1-900-407-KLUE(i -900-407-5583) $.99/min. Automated Tips, $1.35/min. Live Assistance. 

Canada: 1 -900-451 -KLUE (i -900-451-5583) $1.50/min. Automated Tips only. 

Prices subject to change without notice. Callers under 18 years of age must obtain permission from a parent or guardian 
before calling. Game tips are available for callers within the U.S. and Canada only. Touch-tone phone required. Live 
assistance is available for SQUARESOFT titles published on the PlayStation game console only. Game counselors are 
available Monday-Friday, 8am - 5pm, Pacific Standard Time. Automated support is available 24 hours a day, 7 days a week. 

SQUARESOFT Online 

Shop online or register for upcoming sweepstakes, prizes, and more at www.squaresoft.com! 




